
  

UMW Campus Recreation 

Open InnerTube Water Polo Information Sheet 

A. Key Dates (subject to change) 

1. Team Registration Period:   Wednesday, March 1
st
 -Wednesday, March 15

th
  

2. Regular Season Start:   Sunday, March 19
th
  

3. Regular Season End :   Thursday, April 13
th
 

4. Playoff Brackets Posted:   Friday, April 14
th
 

5. Playoffs Begin:    Sunday, April 16
th
 

6. Playoffs Completed By:   Thursday, April 27
th
  

B. Rules of the Game 

1. The Players 

a. The game is played 6 v. 6. 

b. A game must begin with at least 5 players.  

i. If a team falls below 5 players during a game due to injury or ejections, play may continue as 

long as the game remains competitive. 

c. For open games, any combination of genders may play. 

2. The  Game 

a. Games consist of four 6-minute quarters with a 1-minute intermission between quarters and a 3 

minute halftime. 

b. During regular season play, a tied score at the end of regulation time will be recorded as such.  

c. During the playoffs only, the game will continue until there is a winner. 

3. Starting Play 

a. To start a period: 

i. Players line up along their end of the pool and must be touching their wall. 

ii. The ball is thrown to the center of the pool to begin the game, where players may leave the 

wall. 

iii. Players are only permitted to push off the wall at the beginning of a period. 

b. Following a goal: 

i. The ball is put in play by the goalie of the non-scoring team. 

4. The Playing Area 

a. Goalkeeper area --- Area from the team wall to the first black line at the bottom of the pool, including 

the entire width of the pool. Only the goalie is allowed in this area. 

b. Penalty area --- Area from the team wall to the second black line at the bottom of the pool. 

5. Substitutions 

a. Players may not enter the pool without the permission of the Intramural or Lifeguard staff. 

b. Substitutions may only be made between periods. 

c. The goalie may be changed with a person already in the pool playing in the period only after a goal or 

with anyone on the roster between quarters. 

d. Both teams may substitute if play is stopped for an injured player. 

6. Scoring 

a. Female goals will count as 3 points and male goals will count as 2 points. 

b. The scoring points are determined by the player throwing the ball towards the net, regardless of any 

deflections it may take. 



7. Goalkeeper Rules 

a. A goalie may not throw the ball past the midpoint of the pool unless they the goalie is outside the 

goalkeeper area. 

b. No player except the goalie is permitted in the goalkeeper area. 

8. General Playing Rules 

a. Catching and throwing --- one or both hands may be used to catch/throw the ball. 

b. Free throws --- may be taken by any player that was fouled. 

c. Stoppages in play --- when the whistle blows, players must maintain their position. 

d. Position in a tube: 

i. Players must sit horizontally in the tube 

ii. Exception: the goalie may sit in the tube any other way except folding it in half an straddling 

it; additionally the goalie may not stand on/jump off the pool floor at any time. 

e. Held Ball --- possession of a held ball will be determined by drop ball procedure. 

f. Ball out of play ---- a ball that goes out of play is awarded to the team that did not cause it to do so 

(the team that last touched it). 

i. A throw is awarded at a spot on the sideline closest to where the ball went out of play 

ii. A throw is awarded on the sideline at the 3
rd

 line if the ball went out of play over the endline. 

9. Fouls 

a. An official may refrain from calling a foul if a team does not gain an advantage by committing the 

foul. 

b. All fouls result in a free throw from the spot of the foul. Defenders must be at least 3 feet away from 

the thrower on all free throws. 

c. Contact with the opponent’s tube 

i. A player may not grab and hold an opponent’s tube, even if the player has the ball. 

ii. A player may push down on an opponent’s tube with 1 or 2 open hands from the top of the 

tube. 

iii. A player may not grab or push an opponent’s tube from underneath the water. 

d. Minor Fouls --- result in an indirect free throw from the side of the pool at the area closest to the foul. 

i. Touching the ball or another player when out of a tube. 

ii. Not allowing an opponent 3 feet of space. 

iii. Holding pool wall while in possession of the ball or while catching/passing the ball. 

iv. A goalie holding the wall once the ball crosses the midpoint of the pool coming towards their 

goal. 

v. Holding the ball under water. 

vi. Hitting the ball with a closed hand. 

vii. Failing to clear the ball from the goalie possession within 10 seconds, unless the goalie is 

moving towards the opponent’s goal. Penalty: Free throw along sideline from the 3
rd

 black 

line from the offender’s goal. 

viii. Goalie throwing the ball past the midpoint of the pool while in the goalkeeper area. Penalty: 

Free throw along the sideline from the 3
rd

 black line from the offender’s goal. 

ix. A player other than the goalie actively playing inside the goalkeeper area. 

e. Major fouls --- result in a direct free throw from the side of the pool at the area closest to the foul. 

Penalty:  the offender is taken out of the game for 1 minute or until a goal is scored by the opposing 

team, whichever occurs first. A removed player may only re-enter the pool in his/her team’s 

goalkeeper area. 5 major fouls committed by the same player results in a disqualification from the rest 

of the game. 

i. Illegal body contact (i.e., holding, pushing, dunking) with an opponent not in possession of 

the ball. Note: a ball is in “player possession” when it is within one arm’s length of the 

player. 



ii. Grabbing and holding an opponent’s tube. 

iii. Pushing/pulling an opponent’s tube from underneath. 

iv. Pushing an empty tube away from an opponent. 

v. Dunking an opponent in a way other than using 1 or 2 open hands from the top of the tube. 

vi. Hitting the ball out of an opponent’s hand. 

vii. Reaching over an opponent’s back. 

viii. Goalie blocking a shot while holding the pool wall or while out of his/her tube. Penalty: 

Penalty shot. 

ix. Defensive player blocking a shot while in the goalkeeper area. 

x. Interfering with a penalty shot. 

xi. Persistent repetition of a minor foul. 

xii. Unsportsmanlike conduct fouls. 

xiii. Splashing water in the face of an opponent. 

f. Unsportsmanlike fouls --- Penalty: the offender is taken out of the game for 1 minute or until a goal 

is scored by the opposing team, whichever occurs first. A removed player may only re-enter the pool 

in his/her team’s goalkeeper area. If a player commits 2 unsportsmanlike fouls in a game, that player 

is ejected from the game and suspended until meeting with Intramural Professional Staff. 

i. Misconduct/verbal abuse. 

ii. Disrespectfully addressing an official. 

iii. Dunking an opponent when either player is out of the tube. 

g. Penalty Shots 

i. A penalty shot is given when a defender commits 1) a major foul within the penalty area (2
nd

 

black line from the wall), 2) commits a foul within the penalty area that would have resulted 

in an obvious goal-scoring opportunity, or 3) when the goalie blocks a shot while holding on 

the pool wall. 

ii. The offended player must take the penalty shot from between the 2
nd

 & 3
rd

 black line. 

iii. All players, except the shooter and goalie, must be outside the 3
rd

 black line and at least 3 feet 

from the shooter until the shot is completed. 

iv. If the ball rebounds from the goalpost, crossbar, or goalie, it remains live. 

10. Overtime Procedure (Playoffs Only) 

a. A tied score at the end of regulation will result in a 3 minute golden goal period. The first team to 

score will be declared the winner. Play will begin in the same way as a normal quarter. 

b. If no winner is declared at that point, a series of 5 penalty shots will be taken to declare a winner. 

c. Only player in the pool at the end of the overtime period may take shots. 

d. In CoRec, players cannot take a second shot until all members of the same sex have taken a shot. The 

shots must also alternate between male and female. 

11. Mercy Rule 

a. If a team is ahead by 4+ points with 2 minutes remaining in the 4
th
 quarter, the game is over. 

b. In CoRec, if a team is ahead by 10+ points with 2 minutes or less remaining in the game, the game is 

over. 

c. If a team scores during the last 2 minutes of the game and that score creates a 4+ (10+ in CoRec) or 

more point difference, the game is over.  



C. Player Eligibility 

1. All current undergraduate and graduate students and Faculty/Staff of the University are eligible to play. Such 

persons will remain eligible until they withdraw from the University or fail to comply with eligibility 

standards. 

2. A valid, UMW EagleOne card is required to play. Participants must present this card before the start of the 

game in order to sign-in for the game. ID cards must be readable and in proper condition. Cards with 

unrecognizable pictures, names or ID numbers will not be considered valid. 

3. Participants may play for only one single-sex team and one CoRec team. 

4. Team captains are responsible for checking player eligibility for his/her teammates and the players of the 

opposing team. The Intramural Staff is not responsible for checking player eligibility, but reserves the right to 

impose disciplinary action for players/teams discovered to be ineligible. 

5. As long as the game is ready to begin on time, any participant who arrives after that time may participate 

provided they properly check in. 

6. Refer to the Intramural Sports Handbook for questions regarding Varsity athlete eligibility or eligibility in 

general. 

D. Sportsmanship 

Intramural Sports expects all participants and their spectators to conduct themselves in a sportsmanlike manner at 

all times. Unsportsmanlike conduct or other inappropriate behavior occurring in Recreational Sports indoor and 

outdoor facilities before, during, and after intramural events will not be tolerated. Teams and their captains will be 

held accountable for the actions of their players (both participating and non-participating) and their fans. Officials 

and the Intramural Sports staff have the authority to impose and enforce penalties on teams, players and/or fans 

that have committed offenses. Penalties for post-game, playoff, and tournament play violations may be carried 

over into subsequent games and/or sports seasons. 

Following each game, officials and/or supervisors will evaluate team behavior and issue sportsmanship rating for 

all teams. Captains may view their sportsmanship rating online on IMLeagues. Questions regarding particular 

sportsmanship ratings should be directed to the Intramural Sports Staff by emailing umwimsports@gmail.com. In 

order to be eligible for the playoffs, teams must have an average sportsmanship rating of 3.0 for all regular season 

contests. In the playoffs, teams must receive at least a 3.0 to advance to subsequent rounds. 

The sportsmanship ratings will follow these guidelines: 

“5” Excellent Sportsmanship: Players cooperate fully with opponents and officials. The captain calmly 

converses with officials and has full control of his/her teammates. 

“4” Good Sportsmanship: Team members display minor disagreement and unsporting behavior. Teams 

receiving an unsportsmanlike penalty/foul are not eligible to receive a rating higher than a “4” for that 

game. A team that wins by forfeit will receive a “4.” 

“3” Average Sportsmanship: Team members display disagreement and unsporting behavior toward 

officials and/or opponents. Teams receiving more than one unsportsmanlike penalty/foul are not eligible 

to receive a rating higher than a “3” for that game. Teams that default will receive a “3” rating. 

“2” Poor Sportsmanship: Team members display a serious lack of control and continuously show 

unsporting behavior to officials and/or opponents from the field/sidelines. The captain has little or no 

control of team. Must have received at least one unsportsmanlike penalty/foul to receive a “2” or below. 

Forfeiting teams receive a “2” rating. Teams with an unsporting ejection cannot receive higher than a “2” 

rating. 
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“1” Unacceptable Sportsmanship: Captain has no control over team, resulting in an ejection. Team is 

completely uncooperative. Any team causing a game to be forfeited-other than by not showing – may 

receive a “1” rating. 

“0” Team Disqualification: Player(s) ejected for abuse against a staff member or opponents. Team is 

disqualified for unsportsmanlike acts before, during, or after the game. 

E. Ejections 

The Intramural Sports staff reserves the right to eject any individual, team or spectator who interrupts the flow of 

the game in any manner. Players do not have to accumulate a minimum number of infractions to be ejected. 

Player may be ejected before, during or after any contest and ejections can be made by any official on the contest 

or any Intramural Supervisor or administrative staff.  

 

The jurisdiction of the Intramural Sports staff begins when the participant or spectator enter the visual confines of 

the field/court and ends when the involved persons leave the facility in which the contest is being held and the 

visual confines of the playing area. Any ejected player(s) must immediately leave the playing area and the facility 

in which the event is being held. If the player refuses to leave, the game will be forfeited by the team committing 

the infraction. Captains must assist Intramural Sports staff with retrieving the ejected participant’s identification. 

It is strongly encouraged that the ejected participant(s) cooperate with the Intramural Sports staff to ensure a 

smooth reconciliation of the situation and safety for everyone. 

 

Anyone who is ejected will be suspended from all Intramural Sports activity until a meeting with Intramural 

Sports administrative staff has been conducted. 

F. Equipment 

1. Teams must use innertubes provided by Intramural Sports. Mistreatment of the equipment will result in a 

forfeit. 

2. All jewelry except medical alert bracelets must be removed before play. 

3. Taping over jewelry is not an acceptable alternative to removing jewelry. 

a. If a supervisors suspects a team member has taped over jewelry, the team member will be asked to 

remove the tape. If a team member does not remove jewelry or tape, he/she is not eligible to play. 

Players wearing jewelry will be penalized according to sport rules. 

b. This policy is strictly enforced—jewelry poses a safety risk for the player wearing jewelry and others. 

4. No casts are allowed above or below the waist. No pads or braces are allowed above the waist. 

5. Any mistreatment of the Intramural Sports Equipment may result in an automatic ejection. 

G. Game Location and Parking 

1. All games are played Goolrick Hall Pool. 

2. All participants are encouraged to park in properly marked University spaces to avoid being ticketed. 

H. Questions 

1. Email umwimsports@gmail.com 

2. Visit the Fitness Center. 

3. Consult the Intramural Sports Participant Handbook. 

**Note: All Non-Sport Intramural Sports rules can be in the Intramural Sports Participant Handbook. This Rule sheet 

does not cover all Intramural Sports rules. Check the Handbook to ensure everything is followed correctly. ** 
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